ATOMIC 
MISSION 




For the Commodore 16 
and Plus 4 



X commodore 



YOUR GUIDE TO THE SCOTT ADAMS ADVENTURES 



This is your guide to the challenging world of adventuring with Scott Adams, 
brought to you by Commodore for use on your personal computer. Each 
adventure introduces you to a new world, where you'll be tested at every turn 
. . . struggling through mazes, wrestling with brain teasing problems, trying to 
defeat powerful or cunning enemies, while accumulating points as you come 
closer and closer to unlocking the secrets of your adventure. 

EQUIPMENT: 

REQUIRED: COMMODORE 16 OR PLUS/4 COMPUTER 

OPTIONAL: COMMODORE DISK DRIVE or DATASSETTE (TM) (for saving 
games in progress) 



1 



STARTING THE GAME 



1. Turn OFF your computer before inserting or removing any cartridge. 

2. Insert the cartridge, with the label side up, into the expansion port on the 
back of the computer. The expansion port is the opening to the left when the 
keyboard is facing you. 

3. Turn ON your computer. The ADVENTURE title page should appear. If the 
screen remains blank after 5 seconds, turn the computer off, then on again. 
If this doesn't work, turn the computer OFF and remove the cartridge. 
Carefully re-insjert the cartridge and try again. 

4. The screen displays the title page of the adventure and asks if you want to 
restore any previously saved game. If you're starting a new game, type NO 
(and hit RETURN). If you want to return to a game you SAVED earlier, see 
the section SAVING AND LOADING. 



HOW ADVENTURE GAMES WORK 

Adventure games are "mind-fantasies". The computer describes your 
situation: what you can see and what objects are available. You can perform a 
variety of activities and tasks by typing a ONE OR TWO WORD COMMAND, 
and hitting the RETURN key to enter it. If you make a mistake typing, you can 
use the CURSOR and INSERT/DELETE key to correct the error, BEFORE 
pressing RETURN. 

When you type a command, it appears on your screen in one colour, and your 
computer responds with a message in a different colour. This makes it easier to 
differentiate between your input and the computer's responses. 

Don't be discouraged when you have trouble in certain situations. The nature 
of the adventure is to challenge your mind, to test your resourcefullness. To 
advance through the adventure, you must keep exploring and trying different 
techniques. As you progress, you get more points for your achievements, and 
get closer to accomplishing your mission. 
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HOW TO PLAY AN ADVENTURE 



Type in a one or two word command when the computer asks, "What shall I 
do?". The first word is always a verb — a command to perform an action. The 
second word should indicate a direction (north, south, etc.) or an object 
receiving the action of the verb. Suppose, for example, you're in a dark room 
and the computer says, "IT'S DARK IN HERE. I CANT SEE. WHAT SHALL I 
DO?" If you're carrying a torch, you can light it by typing LIGHT TORCH (and 
pressing RETURN). 

Some (but not all) or the words you might find useful are: 

CLIMB EXAMINE LEAVE MOVE QUIT SAY 
DROP TAKE LIGHT PULL READ GO 

ENTER HELP LOOK PUSH SAVE WEAR 

If you use a command that the computer can't do or doesn't understand, it will 
say, "I CANT DO THAT" or "I DON'T UNDERSTAND." When this happens, try 
thinking of another way to say it or try making a verb of the action. Instead of 
GO SWIMMING, try saying SWIM. Double-check your command for spelling 
errors or typos. Mistakes fn your commands can prevent the computer from 
understanding what you want to do. You'll discover that most objects can be 
picked up using the last word of their names. For example, to pick up a chef 
salad, type GET SALAD, and hit RETURN. Normally you can do things only to 
objects that are either visible or that you're carrying. 
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ONE LETTER COMMANDS 

You can use the following one letter commands to save time. To use one of 
them, type the letter, and press RETURN. 



Directional Commands 

To speed up play when you're exploring different areas, just type N, S, E, W, U, 
D instead of the command GO NORTH, SOUTH, EAST, WEST, UP or DOWN. 
For example, instead of typing GO WEST, type W (and press the RETURN key). 

Inventory (I) 

To see what you're carrying, use the I (or INV) command. This command prints 
out a list of everything that you're holding at the time. 



Type L and press RETURN to get a description of the area you're in, and what 
objects are there. 



L 



LETTER 

N S E W U D 



ACTION 

Go North, South, East, West, Up or Down 
Take Inventory of what you're carrying 
Look to see what is in the area 



Look (L). 
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SAVE A GAME ON DISK OR TAPE 



When adventuring, you might want to take an occasional break (for food or 
sleep). You can SAVE your adventure on cassette tape or disk, so that you can 
continue from the same point later on. To SAVE a game onto disk, you need a 
Commodore disk drive (either the 1541 or 1551 to connect to your computer. 
Or, if you're saving to cassette, you need a Commodore 1531 DATASETTE 
(TM). Make sure your disk drive or Datasette is properly connected and that it 
is turned on, with a formatted disk already in the drive or a cassette in place. 

At any time during the adventure, you can type in the command: 
SAVE GAME 

Your computer asks: 

DISK? TAPE? 

You type D for disk, or T for tape. 

Your computer responds by asking: 

FILE NAME? 

Type in the name you wish to SAVE the game under. 
For example: 
FILE NAME? 
GAME ONE 

Press the RETURN key and your game is SAVEd under the file name 'GAME 
ONE' 



LOADING A SAVED GAME 

You can only reload a SAVEd game from the opening screen. 
The computer asks: 

Do you want to play a previously saved game? 
Type: Y and press RETURN 

The computer responds by asking: 
FILENAME? 

You type in the name you gave when you SAVEd the game — GAME ONE in 
our example. The game you were playing is returned atthe pointyou SAVEd it. 
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RESAVING A GAME 



You may want to re-assign a game in progress to a file name that you have 
already used. To resavea game under an existing file name type: @0:filename 
for example: @0:GAME ONE 

NOTE: Caution is advised when resaving games under the same file name. 
There is less chance of damaging a file by saving games under new names, and 
erasing old files. 



PLAYING HINTS 
MAPPING 

Draw a map to keep you from wandering in circles, losing your orientation, or 
even avoiding trouble. (You escaped with your life last time, and you really 
don't want there to be a next time!). 



THE FOLLOWING IS A USEFUL METHOD 
FOR MAPPING ADVENTURES 



Trees 



FOREST 



Each area is represented by a box with the name 
of the area in it, and all original items found 
in it are noted alongside. 
Directions from a location are indicated by a line coming out of anywhere on 
the box, but with the direction leaving the box indicated by the first letter of that 
direction. 



IN 



GROVE 



Bird nest 



W 



SWAMP 



Mud Oil 
Tree 



The above shows that you must go East from the grove to the swamp and West 
from the swamp to the grove. If you can only go in one direction, put an arrow at 
the end of the path. 



6 



Trees 



FOREST 



I 



N 



GROVE 


E 


SWAMP 


W 


Bird nest 







Mud Oil 
Tree 



This indicates that upon leaving the grove you can go north to the forest but 
you cannot return. 

The best way for you to use this system is to draw a line representing each 
possible exit and its direction when you enter a location. Later, connect the 
lines to rooms as you continue your explorations. 



S Trees 



FOREST 



E W 
N 



GROVE 
Bird Nest 



W 



Sign Dragon 



MEADOW 



SWAMP 



Mud Oil 
Tree 

E 



This way, you won't forget to explore an exit once you get past your first pass. 
Another advantage of this system is that you never need to redraw your map, 
since you can add extra locations anywhere on your paper. 
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FOREST 



Sign Dragon 



T0n 



E W 



MEADOW 



_ N 
GROVE 



Bird nest 



SHORE 
LAKE 



Mud Oil 
_Tree 
E 



N 



SWAMP \ 

W l I 1 

Climb I ? / 

TREE v 

W 



BOG 



BOTTOM 
OF HOLE 



Notice that in the forest the exits N, S, and W are available butthey all return to 
the forest! Also note that when additional locations were found off the swamp, 
the map was not redrawn. Instead, the locations were simply put where 
needed. And since we "CLIMB TREE" instead of going in a particular compass 
direction, this is written as a direction to leave the swamp for a new place. 

This is an easy system to use. Once you start using it, you'll spend less time 
mapping or wandering around lost, and more time facing challenges! 



OTHER HINTS 

Never take anything for granted! If there is a torch lying on the ground, give 
specific instructions: GET TORCH, LIGHT TORCH, CARRY TORCH. Don't 
assume that you've done something unless you have actually given the 
computer your instructions. 

Be sure to examine the items you find throughout your adventure! Keep in 
mind that most problems require no morethan common sense to solve; special 
knowledge and information are rarely necessary. For example, if an area is too 
dark to see in, you'll need a light to avoid disaster. 
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If you get stuck, type HELP and press RETURN. You may or may not receive 
assistance, depending on factors such as what you're carrying or where you 
are. Also, be careful about making assumptions — they can be fatal! 

Finally, if you're REALLY stuck, special hint books are available from 
Adventure International. The Hint Book contains listings of words, coded by 
number, that you can use to decipher messages and clues to help you solve 
problems in the adventurethat bring you toacrushing halt. Thesetips can save 
you hours, or even days, of frustration. Call (305) 862-6917 for ordering 
information. 



SUMMARY 

Your adventure game is a sophisticated puzzle that will take you many 
entertaining hours to explore and solve. There are three recommended 
approaches to the game: 

1. Try to go as far as you can and collect as many valuable or useful items as 
possible, bringing those items to some "safe" location where you 
accumulate points for depositing your items. 

2. Try to map your adventure so you can find your way through it . . . in other 
words, master the adventure by unravelling the physical layout of the 
different locations and using your map to help you get valuable items. 

3. Solve the adventure ... by preventing the explosion, getting all the 
treasures, or whatever. 

To solve the adventure, you have to find your way through the puzzle 
locations and collect the items you need to accomplish your mission. 

If you want entertainment and creative challenge, adventure games provide 
the perfect script. The stage is set, now it's time for you to perform! 



9 



COPYRIGHT 



This software product is copyrighted and all rights reserved by Commodore 
Electronics, Ltd. The distribution and sale of this product are intended for the 
use of the original purchaser only. Lawful users of this program are hereby 
licensed only to read the program, from its medium into memory of a 
computer, solely for the purpose of executing the program. Duplicating, 
copying, selling, or otherwise distributing this product is a violation of the law. 

This manual is copyrighted and all rights are reserved. This document may not 
in whole or in part, be copied, photocopied, reproduced, translated or reduced 
to any electronic medium or machine readable form without prior consent, in 
writing, from Commodore Business Machines (CBM). 



COMMODORE ELECTRONICS, LTD. ("COMMODORE") MAKES NO 
WARRANTIES, EITHER EXPRESSED OR IMPLIED, WITH RESPECTTOTHE 
PROGRAM DESCRIBED HEREIN, ITS QUALITY, PERFORMANCE, 
MERCHANTABILITY, OR FITNESS FOR ANY PARTICULAR PURPOSE. THIS 
PROGRAM IS SOLD "AS IS". THE ENTIRE RISK AS TO ITS QUALITY AND 
PERFORMANCE IS WITH THE BUYER. SHOULD THE PROGRAM PROVE 
DEFECTIVE FOLLOWING ITS PURCHASE, THE BUYER (AND NOT THE 
CREATOR OR THE PROGRAM, COMMODORE, THEIR DISTRIBUTORS OR 
THEIR RETAILERS) ASSUMES THE ENTIRE COST OF ALL NECESSARY 
SERVICING, REPAIR OR CORRECTION AND ANY INCIDENTAL OR 
CONSEQUENTIAL DAMAGES. IN NO EVENT WILL COMMODORE BE 
LIABLE FOR DIRECT, INDIRECT, INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM EVEN IF IT 
HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. SOME 
LAWS DO NOT ALLOW THE EXCLUSION OR LIMITATION OF IMPLIED 
WARRANTIES OR LIABILITIES FOR INCIDENTAL OR CONSEQUENTIAL 
DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT 
APPLY. 
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COMMODORE SALES OFFICES 



AUSTRALIA 

5 Orion Cove, Lane Cove 
New South Wales 2066 

AUSTRIA 

Kinskygasse 40-44 
A-1232 Vienna 

BELGIUM 

Chausse De Louvain 43 
1940 St Stevens-Voluwe 

CANADA 

3370 Pharmacy Avenue 
Agincourt, Ontario 
M1W 2K4 

DENMARK 

Bjerrevej 67 
8700 Horsens 



ENGLAND 

1 Hunters Road, 

Weldon North Industrial Estate, 

Weldon, Corby, 

Northants NN17 1QX 

HONG KONG 

2-12 Wing Kei Road 
Kwai Chung 
New Territories 

ITALY 

Via Fratelli Gracchi 48 
20092 Cinisello Balsamo 
Milano 

NORWAY 

Postboks 109 
Oekern N - 0509 
Oslo 5 



THE NETHERLANDS 

Kabelweg 88, 

1014 BC Amsterdam 



SWITZERLAND 

Aeschenvorstad 57 
4010 Basel 



USA 

1200 Wilson Drive 
West Chester 
Pennsylvania 19380 



WEST GERMANY 

Lyoner Strasse 38 
Postfach 710126 
6000 Frankfurt 71 



Copyright 1984 by Commodore Electronics Ltd and Scott Adams Inc. All rights reserved. No part of 
the programs or manual included in this work may be duplicated, copied, transmitted or reproduced 
in any form or by any means without prior written permission of Commodore. 

ft commodore 

v COMPUTER 



